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WARNIKC: PLtAfrt CAftEI-lJLLY HEAD THE CONSUMER INFORMATION AND PRECAU¬ 
TION!? rJClClKL: r IMILUIII ri UTlTiH I Hjft PflODUCT BEFORE USINC YOUR NINTENDO-.^ 
HARDYVAPE SYSTf M, CJKV 3 I PAW, flB At:r:f!lBOMY. 


This ofiieiss sesJ Is jwmr assurawe tteit fitomd# .h^ 
fcvi&witi this twdtict antf i? flits- met m smitarfc far 
bkcbHsikb .■r? workmanship, rbfi&hiiiiy drWf eitiW&Smmt 
vakia. Aiways .isofc for fill's seal vsten buying QaMus amt 
accessaries i's ansiiTie cmvpmts compatibility iwto ycwr 
mtentifi produst. 


All \ 1 ii-i 1 -, 1 1 ! 1 [in ilIlic ts rue lii LnsejJ Lilj Ernies fur use '.villi other LSLithartzed 
PFuJulL^ Ijl-'ije ii iej U iu Of fk nil Mil ilei ulu 5 Lii.il Of DuOMr 1 . 1. 1 '■' 


Thank you fur aeluctr.^ this Xi'te' h's'iiiet ,HI> Game P*k tor your Super Nlnvendc- 
Entertainment System#. 

Fisas© Study this instructioni tYL-jnLint cnrnkjIlY tor mrutimijm enjoyment of 
your grime?. Then lack it in a safe p-laca far future - 1 refer©lie© and proceed 

ti use your kitovYledgs to doetroy your opponomts! 


I ii's product hss boon ratnp e>y the Entnrki .nnsftnt Ecftwi f* Hnkrtg Beard. F*r imos 1 - 
mation about the E 3 FIB rating. st to comment about the appropritUenp** at thp rating, 
□lease c&ntafil ftie E 5 RB at 1 - 300 - 771 - 3772 . 































PRO l HfnM ->A wind-swept bfltttelfeld Of the distant past, littered with the debrie 
Of war Above the means and cries (Vthe defeated can still be heard this cla&twng 
sounds of a single titanic confrontation. Two great vvarlnrrtn, leaders of their now 
sinoslvod arnv-es, are lacked in battle, with trie wo rid itself as the prize, But this 
epic battle is not to have a conclusion. Suddenly, the warlords were engulfed In a 



nimbyj o' light. and vanished from the face of the earth, banished to the realm of 
Limbo. The battle - weary-teTOes whose spoil had trapped the wariords heaved a 
Sigh of relief Atnta.geddon had been averted;, for now. 

'■ The world has seen rrvuch progress in the centuries since the 
warlords were oamshed. not all of it for good. Pollution has weakened the envi¬ 
ronment , Governments have fallen. Chaos rules, with huge mega-corporations 
battling and destroying each other for shares of the wbrid r S wealth, 


In Uik world, a single corporation. Ulfiratech, nses above the others. Rather 
than jo rung m direct battles with lhe-i competitors, UHvatech bos profited from 
their sufteviAg by selling them the Jfery weapons they Lise against each other. 
Sales trf weaponry are not the only souree-flf profit for Uttratech, however, their 
entert; inmpnt division prodiseea the top rated television broadcast of the future, 
the: K :■ r>Etrnct tournament,. wtfteh also serves as a testing ground for 

VS WdpsX 


U'ltratoch’s ^reapons. The winners of the tournament are promised whatever they 
desire. Thd tosers suffer a significantly fJoorer fate. 

It 15 into this bloody contest that pur heroes have been ckawii, T J, Combo, dis¬ 
graced heavyweight champ Oil Of the world who seeks redemption. Glacius, a 
captured alien fghting for his life and a chance to escape, And the deadly robot 
FulgOre. programmed by Uitratech with a Killer Instinct and me freedom to use it. 
taoh fights for his or her own reasons, but each has the same goal; win the lOur- 
nafticm and cfestfoy all opponents. 


It wifltake more than radical moves anti deadly Special attacks to 'Wai this tourna¬ 
ment It will take a W , a desire: rtwi: take a Killer Instinct. 




+ CONTROL PAR 

Up (Tl '= Jump 



□auvrt (4"1 - nacti 
Lfif* [«-J sand Ri«jht [-JJ = Wov« 


control pad ttaa the defa-utt settings as 
shown, it Is possible to chance the button 
settings using the controller configuration 
system. A rno.'o delaine emanation of 
the d'fFerenl attacks is found on page 10. 
Although the attacks a^e described as 
"punch" and "kick'' above, some of the 
non-human combatants use other modes 
Of attack, like bites, tail slaps and swords. 


Medium Kick 


Select Button - 

Sifhyct J FiiihLt.-r 


Bac« or -») OV.O.J = B/ach 

tram opponent 


■ X Hutton = 

; Fisfce Punch 

A Hatton = 

Fierce Kick 

* V Buttun = 

■' Medium Punch 

p FlnttOin = 


Back and Dawn 

ar - 

away from opponent 


L Hatton a fjittcfi Punch 
R H i it.trill = fjnirh KiCh 



E Life Bar 


Player E 
Ac ore 


Thfr Killer instinct tournament is organized 'nto rounds. Each round lasts 
100 seconds. During (hat time, each player must attempt to take away! 
bo* of the other player's ‘Sfe bar? hy doing physical <33>ha&e to him. 
r he frst life bar is green to yellow, me second life bar is yel-ow to red. 
Between life bars, there will be a brief pause a£ the fighter who lost his 
fit® (jar yets up C-ff tM ground, but otherwise the action is continuous 
through the entire 100 seconds. 

If the 100' second timer runs out. the fighter who has the most energy in 
his or her liie bar win win. 

You score points during the fight for pulling off combos or other special 
moves. Obviously, the more impressive combos, like Ultras acid 
Ultirr ates, are worth the most points. 














One nr Two Plainer 

Ort the main title screen* you w.ii have the choice of 
playing a one player or- two player- game, in the one piayer 
game-, yoo choose a character one use hue or her to fight 
against the Other characters in the tournament, who are 
controlled by the computer. Your ultimate goaf: a show¬ 
down with Eyedcl. 

In She two payer game, yuu play against another human 
player. You can play either a single game at a time, or set 
up a Tournament. 

Tournament Set-Up 

in the tournament mode, you can enter the names of up 
to eight e.ffercnt players. The computer will then set up 
the matches between players and keeo traces of each 
player's win-loss record, l ie computer wil also make 
Sure everyone takes turns, just iike in the arcade (ioser 
goes to the eng of the lii’ie, buhl). 

Practice Mude 

In this mode, you fignt a defenseless character who am¬ 
ply stands there and takes whatever you can dish out. 



riintfiillfr Cnrifigurntian 

On the Options Screen, you can configure the buttons so they are assigned to 
the move you desire. To change a button's assignment, use the Control Pod + 
to highlight the move you want to change (for example, Fierce Punch) and then 
press the button you want to assign to that move. Use this option if you have a 
joystick to make the gurTte play exactly : ike in the arcade 


There are several other settings you can adjust on the Options screen: 


DIFFICLILTV: Th e sett'ng can be tweaked tc make the computer contro 'ed 
characters totigher to defeat. 


C .".' iY I :AKERS: With this ON, Combo Breakers are easier to do. 


KANffOM SEtECT: Forces you to 

random snfeot 


TIMER: Turn the- timer off 
and your fights will last Lint:! 
one of the characters is 
defeated. 


options set the way 
you want them, lTs 
time to select 
your character. If 
you don’t know 
the fighters, you 
should definitely 
study the fighter 
profiles on pages 
16-22. Scroll through 
the fighters using 
Che Control Pad, You 
can proi$ up and 
Down on the 
Control Pad to 
change the color 
palette oi the 
character. Press 
any button to select 
the fighter you want to 
use. Once your opponent 
has selected his fighter, get 
ready to FIGHT! 














£?ar:ri tighter in the Kilter /risftnef toumameru has basic moves that are simitar, m 
the hetman chararfars, these are u&uady puncncjt; or kicks of various degrees 
of ferocity. The non-human change fare use other means of snacking. Each 
attack has three levels of Intensity: quick, nred-un? and fierce. 


QUICK PUNCH t kick / niTE f £wunn 

No matter what method of attack Is used, a Quick 
attack is jvst that; it's fast but doesn't do a lot of 
damage. However, it can bo difficult to get an 
attack in on an opponent who iu unleashing a flurry 
of quick punches. 


MEDIUM iJtJXIJJ f KlEK i lit C JE f ^WDFID 

A Medium attack is somewhere in between a Qu ck 
and Herce attack In terms of speed and damage 
caused, it is possible to perform Medium attacks 
quite rypidiy, but this requires some tinning. 


FIERCE PUNCH t KICK / RITE / SWORD 

Fierce attacks are devastating, but arc somewhat 
slow. It's possible to Counter-attack aftof a Fierce 
attack if you time it correctly. 


BLOCKING 

Denying your opponent a clear strike is the best 
way to avoid damage (drift!) in any fighting game. In 
Killer : sheet, blocking skills are especially essential. 
To block a ttxwe. hold the Control Pad croso away 
from the attacking Character. If correctly blocked, 
any normal move (Quick, Medium or Fierce) will not 
do any carnage. To tsiock correctly, you must mas¬ 
ter blocking high and lew. 


WICKS 


BLOCKING HIGH 

If you just stand there find block, that wili be gone 
enough to block an attacker who is just standing 
there, or even one who is jumping in on you 
However, if your enemyISSS ^ ia - JVV ;^f 23 ! 
tries to get sneaky, and llflRfa 
attacks low, blocking|BH|; 
high will not be enough. Ip'f fr ; \ | 



BLOCKING 1.IJVV 

Press Down and away from the attacks- on the Control Pad 
and you will tyonk low. Blocking low Is necessary to OEock low 
attacks, such os sweeps. Sometimes you can also block stand¬ 
ing attacks while o'joking. but durVt count on it. "Pie only prob¬ 
lem with’ blocking low is it leaves you open to a top attack. 


TOP ATTACK 

If your Opponent is blocking low, you can top attack over the 
fop of then defense. I'o do this, press away from your oppo¬ 
nent on the Control Pad cross and press Fierce Punch, 


UPPERCUT 

Some characters pan perform an uppercut by pressing Down 
on the Control Pad and Fierce Punch This is especially useful 
when an attacker pumps at you. SeveraJ characters do net have 
uppercuts, but they have special move counter-attacks against 
jumping attackers. 


SWEEP 

Frees Down ar.d Fierce Kick next to a standing opponent to 
execute & sweep attack, if you rut, it w>a knock your foe down, 
Not every character has a sweep move. 


HULK 

Press Down on the Control Pad and your character W duck 
From this position, he or she cm attack low. Some characters, 
ke Sabrewulf, can actually avoid some attacks this way. 


SPECIAL MOVES 

Each Character also has a fine selection of special moves to 
use in combat. Each character's special moves are different, 
and usually require the use of buttons In combination with the 
Control Pad cros: 


These techniques are 
introduced be, page 15, The character 
bios starting on page 1G give the actual 
button combinations you reed to execute 
to perform the special moves. 













[ekeme-niary combo ineoHj] 



So r you Ve mastered the basics Of pdyn&fng each other. Now it’s fort’ Co foam 
3 OC-. nro or two. Combos are basically a eombtfraficn of buttons that produces 
multifile faffs. Now, Wiese JwO aren't reatiy free, its you must CQtwtact with the 
first -one ifi Oftfor to ^cttwsfe frte conibo. However, u Successful Cd.-Y7fjt> can 
give you many extra t tils for the low price of just a few button pressee. It 'S pos¬ 
sible to get a 30 hit combo for 0 . rmre $ button presses! But that w.iJT tome 
fater, Fir'sf, you must Seam the taw of Jump fo AutO-Pwhiea. 


i 


JLMP-J\i AIJTO-DDLIBI,ES 

In order to perform a Jump-ln Auto-Double, you must 
first jump-in and attack your opponent, Successfully bit¬ 
ting them. Once you have scared the first hit. if you press 
the proper button nest, you will not only get your first -it. 
but you will also get two or throe bonus hits. The whole 
sequence will register as a Triple Combo or Super 
OwnbO. TliO trick Is to know what pair of buttons will pro¬ 
duce the AutO-DOUbfe, It's easiest to umaginrB the buttons 
on the controller as if they were connected as shown srn 
the diagram below: 






nPEIVERii 

The jump- n attack is What Is known as an "Opener" 
move. This means that if this initial attack Is successful, 
your opponent is briefly open lo whatever tempo senes 
you want to punish him c;- her with. Each Character also 
has several special moves that function as openers, if 
you hit with an Opener move, there is at least one bLittcn 
(sometimes more) that you can press to get an Auto- 
LDOijble. 


AUTO DOUBLE RIARHAIY1 USING 
5 N 1 H PAD 

You can teM frorp this diagram (shown 
here usiog the default Control Pad layout) 
that if you jump-in arid h : t, for example 
with a Fierce Kick, pressing Medium 
Punch immediately after the first hit should 
trigger at least a Triple Comb-O- Note that 
aSthough the arrows go both ways in the 
diagram (Fierce Punch to Medium Kick 
and Medium Kick to Fierce Punch) not 
awry Autonouf-e button combination w* 
work with every character. 


'T 

: J.-' 


te 


TOP ATTACK AUTll-UflLBLE 

Top Attacks are also Openers. 

LINKERS 

SO What do you do once you 
have mastered Triple and Super 
CoiT!bos? You extend your 
combo tally using neves known 
as Linkers. After you have suc¬ 
cessfully hit your opponent with 
an Auto-Douhte, you can contin¬ 
ue to combo them by following 
the last -it of the Auto-Double 
with 0 Linker move and another 
Auto-Ddub'e button. 

END SPECIALS 

The best way to finish a combo is 
an end Special, which can oe 
added after any AutC-E>OUhie or 
L.inker, tnd Special are listed In 
each character's profiie, An 
example ol a complete combo 
sequence would be: 

Jump-In Kit 

+ 

Aurn-Bnuble button 

+ 

Linker 

+ 

AutO-Dmihln butt an 

+ 

Enrl Spe-eial. 



0 

























[inter m e cl i e t e u u cm ia d s h y .] 


^ ■vj? J _>£^ FIT-' 

7/?ere r s nctfhw 1 *} ma/ car? rfiafte you ff.H?/ Quite as Jiejpfess as a rrHJfflr-hJf combo. 
So- wihyr can ycv do About a Oesidas put the Control Pad Gown and £oafr somo 
sco'fl stnd chips ? You con bust out a Go.mbo Breaker, that's what! 

Each fighter has a special move that will function as a Combo Breaker. A 
cjombo iiteftker can potentially interrupt ary part oi a combo— Auto-Double, 
s inker, and End special (but rot the fto-jJ hits of an Ultra combo), too key is to 
use the proper Combo Breaker to break the move. This takes practice and a 
keen eye. plus vast knowledge of every character's Openers. Linkers and 
Auto-Doubles. 


Corn bo Breakers can be Summed 
up £is follows; 

Quipfe, lin'nk^i Mt'dlum, 

(Medium breaks Fierce. 

Fierce breaks Quick. 

The best way to envision Combo 
Breakers is like the yam o 
"Scissors. Paper, Ruck " Tho cor¬ 
rect combo breaker wiH beat your 
opponent's attack. To break an opener sequence or an end finisher, you must 
perform the combo breaker using the button that breaks the button year oppo¬ 
nent is using. 50 i! he hits you with a Retoe opener, you can break with your 
Quick combo breaker. 

Since you can break a Linker with, any of the buttons (Quick, Medium or 
Fierce), it's risky to do long combos. However, you still have to iearn the timing 
to rfo the combo breaker and that ody comes with practice. 

Breaking a combo does several things. First of all. it gets you out of the humili¬ 
ating sequence of hits and damage, and it throws your opponent for a loop! 
Second of air, ali characters have some moves that are enhanced after they 
have broken a combo, we have left these advanced post-breaker moves for 
you tu discover on yotir own, 


IQ 



Each of the character biographies on the following pa©*s dotm's the fighter's 
SpOCtStf r? iovCS. Thor* are throe- general categories of Special Moves: Charge 
Moves. .Roll iViCrOi and Tap Moves. 

ONrgi* Moves 

involve holding the Control Pad cross in the indicated direction for about two 
seconds (it can he p to count l-£). then pressing in the opposite direction with 
an attack button. 

Roll Moves ' 

are done by performing a rolling motion on the Control Pad cross, &ftd i.: ::-n 
pressing an ottock button, The ii Sfruetions indiCdtO (he key directional points 
you must hit during (he rolling motion, but you should always by to hit all po.hrts 
in-between; A smooth, even roiling motion is best you don't have to do it 
super fast. 

T4ip- Moves 

are performed by tapping (he control pad cross in the indicated direction and 
then pressing an attack hut to a immediately afterward. 

As you practice those movos (arid it will take practice, especially rf you haven't 
played a lot of figfiting games before) they will become* second nature. When 
you first do She moves, try to do them slowly and deiberately tor msitimijm 
accuracy. Once you'-e proficient, you'll be ab e to pull them Off second nyttry. 


Here is the key to the symbols used in the bios: 

l|p = Quirk Hunch mithin ■ 

Uh re Dutch Kich Buttnn 

IVlp ttirdium Punch Button - ■ 

Itlh - MuiJjuiii Kick Butlun v . 

Fp = Fierce Punch Quitun 
Fh = Fierce Kick Buttun < 

t' - Free*. Control Pad cross await from uphunent 
Prop* tnntuil Hnit rrnt.Fi trju.irftii i,]t|nut>-nt 
+ ' A iftqucnce cif buttling 

“Mmu i\!dniie'' ^Quttun ' 1 i Du thi‘ niuvr uving Itif inAiratrii Imttnn 


JFj 














TmJw fOlWBO ROE: 2S 
HEIGHT: S'*" WEIGHT: OKU lbs. 

f. j, bombo was owe the m>:lispjtsd I wawwcip.’n ■i'wiHpinn of 
world fji lit® ye ; ar$ straight He. was snippet? if ii$ title fir 
bis tiutsi Juetfiocts of punishioy- pyaawms He ^c-v lights to 
regedn his leene atiri fortune. 

I'^paxcS rtf BCSf^vrisf a; 

Sqifeartine: 

Rgllerrnastsr: 

Spinfisi: 

Flying KribVi: 

Knee K.O.. 

Fati flying Knee 
Tuir Around P*.jnnh: 

C^lone: 


Charge -f- then and Fp 
C!Pine-l-oa -> Ait Mp 
({ices thfopgh riralMlIs) 
Charge 4- thgn ^ awe- Op 
Charge than -> and Ffc 

Dh^rgs? Lhm art) Mk 
Rhstga *r than and f:< 
Charged Chen <- and Qp 
Charge fplheiueleese 


Example of Valid Opener. fialtarCMSte; t Fk 
End Specials: PUwfuj := >?:, HoMteasttf, Spielis' 
Comho Breaker that ■+ and any kick 
Banger Moves: «- ^ My C hir rcttacKir 
Ultra Combo: -**r 2 



-iijm m —--4 



FULGORE roe: i 

HEIGHT: B’S” INEiGHT: bbU lbs 

A prototype soip<-’: iluvCiOp'dil by UhfA'fiCli. FulgarH 

'.'■■as o i’ll off:; into Pie killer Jfttelinct KjL-rwmenl as a final 
:<!$' of i:s rnriia? c&UHbi! bi:s. Dace its Sliiitiesara 

pfQVen.. YirSF-F. pTOllKtlDT'l Wl- i 


-, assr Sfdim ’p;ir?ylt?|: 

! gser Siam sl ots), 
laser Starn-. Jtlxw shots); 
PlaSin'frjMit: 

Pkismas: ii& 

Leaser: 

CvlKrctask 

Reflect 


4* Si -> and any puref), 

-e-<-4- tip 

4^“* % 

^ Clftf butTOn 
->■ 4 , ai-^ and anypurch 

\ I if Fk 

Charg? «- :l cs -» end aiy kick 
cm eryjiurrh 

fjnSfi jpie of Valid Spaner hy;: uSy: fk '-'C 

£rJ(f Specials: Laser Ssoirn Mp, fasirasliraFp. Piawna-jidri Gp. Oyb^nfeStf «|e 

Cnmfw Breaker: Flasiraslice 

Banger Move: ^"Si-H'k Gun 'em down 

Ultra Combo: Plasitiasl Dfi Qp 



iG 



JAEO ROE: 21 

HEIGHT: 5'B” UlEkOHl: HU iba. 


Jago is n stiiySLeritKis waift' or i- v 3rk tom a remote reaonfil Tibet 
GuiiSfiri &y tit 'powerful Tiger Spirit t; seek' hisderfnv. op ns*. 
been leaf 10 the Kiiler fnstipci tpjrn&inent to destroy the eril within 


mjgkukGn 4* •' w .=i^v nonei 

W ■ (' Kick ‘ii 4* ^ and any k .H-pt-s tbtfugli liftijecli iasi 

m-Oi Swct^ 'St ikT -p 

Tiuer Fury: s is aij^ptriclji 


Example of Valid Opener: . Vn J Fl V'< 

End Specials: .Tigar I Jiy. icdakukon Op, Wind Kickfclk 
Combo Breaker: IlffCr rufy 
Danger Move: Sword 

UHrtr Combo-- W -4 < - GH 


mmmm ■ 

—i—. 


B. ORCHID RGE:^ 

HEIGHT: 5’B” UJEkCHT: *25 lbs. 

B. Oichid isa score) 0301 :. sent by an uuknot’.fl grai.n 10 invesig^ie the nr/scer- 
Cos disappearanMS (hal SitmomvHh? Kil'ar Inslnrt tnurris irent. Hur true demi'y 
un 2 at- iocs a^o stirst.fjpd 1 secrecy 

frip.8£$X£' //is.-uOTiTj 

LiiOkir 
Flick ?' 3 k: 

Fire Gat: 

SpiTnirg Sword; 'y 4/ tc' - 

*ii’ \ ^ • f ': J It- - Glpl 

Etaflip/e efl'af.'i '. 1 Opener: F :a C&l Mp-r fp 
End Specials: Spiraling Swan? Fp, lafttori s, F ick Flack h‘< 

Cppjiro Breaker: ' ck Flak 
Hangar Moves: 4 ,-*^ Qk |f>i 00 s Fk to Stamp) Frog 

Ultra Combo: *—* V' -j 























CHIEF THUNDER PiGE: QS 

HEIGH F: S'2" LLJFJBHT: BSP lt)S- 



ic; I ■ : !■: :! f c - Malto? .■'■ni=*rir..-.n purple, Chiel "mi andfit'S 

ihe K Her In&lsnd mnmamr it tci SDhffi ihe mystery Incbciu lha disap 
pee'rflncn bf MS bngiher. I agla, ir Ihn prE* Ci6s yearsUrjinamoit. 

f^rrsadstt? 

Phoenix: -J/ la-* arty kick 

SeqilpamiEh; ■•♦'Si i lf^ hi J pJi-Ch 

riipla*: Oticga «- ihei -* and soy punch 

! onvihawk: Wh-is ■ "i m d-air. M 4 id Fp 

flcvtrsc Triplex Charge -> then <- end Mp 


fxtfitipig of Valid Qpenar: JiTulis.vt - [Ik 
fr.'d Specials: i; d>: Fp, Pheenix Fk. :4 -hi r 'i- nish Mp + p 

Combo Breaker: Sarrenai: > i 
Danger Move: Pimen x, '■ a L giidi iy 

Ultra Combo: ^—jGjpi 







SPINAL RGE; 3B5P 
HEIGHT; 5’5" UJFIGHT; UU \iin. 


spinal's iirigin is BdnsE'y guarded social C ; Ultra tefh. A 
sp: et Irarcnh of 1h= crcpGfatHr. UKiny u ‘variety of sdiCitl 
lethr: guns, have siice-miad irt ceviviuy ail C'lCifrU .-.;jrrii:-- 

Wih only the of ! fc, 5p dial 

Views how so do Only one thing; light! 


4r 4 kick or punch 
and hold Qp 

4* 'x-b ?. r. any punch Jart-nr charging shin'd with 

4 —1* and Mp 
-* “t amf any punch 

^ 4 > ’si“* l; laftei absorbing prr.occilei 

^ V Fk 


S^lPpOrl: 
fewer Devour: 

Stating SkrMf: 

projectile-) 

Sci il Sv«'pni: 

Bene Shaker 
Super Searing Skui: 

Sliding Kick: 

Example of Valid Opener: flare Shaker Mfi W ■: 

End Specials: Skeleptirt : ly pc id'. Bmo Shaker : any pUi'th 
Combo Bieokcr: Bone Shakei 
Danger Move: -> Gk Slab 

libra Combo: 4- Si"+fp 
JH 


I 

! 

I 

! 

\ 

f 


: 

i 



RIPTOR RGE: Q 

HEIGHT; TCT WEIGHT: !□□ lbs. 


Riptor is u f.i rrj d l'.j i of ijin tioin's ON A Manipulation 
Preset. fly spiking bwnan and repi-iigii genes; racy 
teh* created a fighting creature tfifli animal teratiev 
and human intelligerica 

pjscwBEw 


Claw UppetctK: 
T 3:ifiip 

. r :afiiirqVsrair 
Dngnn Breath: 
Jump Bnku- 

Kumpaye: 

Reverse Jump '’’ake 


^ 4> vf lip 
^ 4 1 ^ 3iiy kick 
4* ^ airy punch 

’it 4^ Fp 

Charge Pten n* any 
kick 

Charge <-i.hen -> any ptineh 
->rhen <r Mk lijr Ski 


Example of Valid 0f>eAOr- J-.inr o Prrbs-. fik - Of 
End Specials, Flo mirg Venom : D. Tailtlip Mk, C ;i'.v L.::p::r::t': 
Combo Srtafttfr Jump Rate 
OavserMaw <-<- iMk' Dfiadh'VEnam 

llftr* Coniha: t< 


i 

I 



SABREWULF ftGE; OrB 

H El E HT: B ’li" UJ E l □ HT: ^OH ib EJ, 

SstnewuH is offlicled will tec rare d ruusu, &oamhMpy. AIKiough l-o 
has spent rr»st ci his life ns a rentes:. Ira enters the Killer retire; 
IniMiaPMi’ni on (he promise of a note if he istflCtodaiw 


IS&tazSm Mxfi&t&si. 


Sflbrespir 

f 3a i«ing Un;: 

Hu.'- . 

pbrepour ce 

Sebreslop: 

Stbfsrc : . 

Reverse Sebrespin: 


Chargr ih »■ -> ;; id nr : 
pj'icf 

and punch 
: k 

Charge F- tlien -* and f k 
Ejhg.rge then —* .ui i.l Mk 
Charge t- than -* uid Qk 
Lhnrga -* than 4- uid Vip 


Example (ii Valid Opener: :>.: hrepucrKsr t- Mp 

EwS Specials: Sanrasp n Op $aEirap6u'ftte. Sotrc’Oil, Sabreslep 

Combo Breaker: <- -* ViyKic- 
Danger JHaue; ^ 4 - k\ Clan 
Ultra Combe: -A t- Gk 




| 

:i 








































GLAUSJS iHGE: uriKnomn 

HEIGHT: fi’ 3 " LUEIEHT: 3 DE 3 tbs. 

Glams ><in siift -1 b-siirj ifir'ft l liis’fr'IC |>arOl Wi3i= h-s srSCOMip 
tfiislY landed L'i earth. hbtivas captured united!. ’toping to 
piovs m«c alio- ba : '^4 io to fnfe^oc, ultrawth fwiwfhim w 
f! nt to "is life inthc :o;lc- Instinct ioiinfsanent. 

fj^sistpSan!? fiCtesassa? 

5htfc.kw&e: Jh- "ii—> and anypuncf) 

Colts Shot tier Charge <- Iren -> and ai;y punch 

Ice l .ance 'a 4' ^ rtp 

L k(I. .cI-jr-: |h r^HnJ any kick 

Example al Valid Opener: Grid Shw !i?: : p + 3p 
End Specials: Shv-WE.ie Fp LiqujriiiefltlcH -.anGS 
Combo Breaker. f- then -> and any punch 
Danger Move: <- k' 4 1 "a -k V:i ica T A 
Wtrn Combi!: €—J fc 


CINDER ftGE:3i 

HEIGHT: iB’E" HJEiG HT: jq 5 ; 1 bs. 

C nfer was o convicted w n ins flha eprecd to participate in 
‘Jltr,wa?n‘5 'chem cal wessons tost in ewtanns loreaily 
panne A failed expehn am tumsd t m • nte a J$ing liv o* 
■(tame, He tan new basR c-fired freedom -f he car daSe?- 
Itlac us in ihc Ki- ar Instinct tawrjiaiAajL 


In-srnu: 

fj'iefliah; 

flEatfiSt: 

Heats,ink: 

^•raga: 

Trailbsaier 


->-+ am: ill", i cJf. 

^ \ and any kck 

L, r 

-* 'n 4- kf *” 

Cttarge -hen -> and any punch 
n sir, 4-k sod a punch 


Ekautflte of Vnkif GpertftrTYe ic^zer ‘, -s ■ Qp. 

EndSptciels- Trailbtaier Mjt, : ref lush Ft. Firellssh 'Jk. : iel a$h Ik 
Oswtfl firaaier-: First l ash 
Gent/er AJoue; s|/ ^ Ok infer io 
UStfe Combo: 1l>r;r F;: 



it y^SutfiJlL MCE: that would be telling 
HEIGHT: too tall diBGHT: fealty hiaatiy 


EijPbni rs ijjtf stecHs tGufri'p lui d. hsfiaemd. * : tie 

tuerlerdn frmn the pmlague stett, 1 page 

tit]? AJJelL k I Edsnl ia ntie nV thfcinif 

* * 1 
UttrslEch’s scientists snatched him nntbf 

» Lien dp to CD DOttlp with the tirBlist in 

! 1 \ 

, ihiSi yaac’s wilier Insfinut tournament. 

V 

ijjt Little did th-rfy t tuttat kind ct pmjuer 

(gHgMMjh. tt-ipp; uievk iingiiihER tt c y set 

k ” " ‘m. \ 

1 Etje^pJ tree tiism hiB nwgicatfiriaDn... 


Pi3the first BOcrcy in the jgen-e, Ei|«rint iikuhIUj 
^^ ps^firiot bE‘*elEctEd as a chBrsctil^yD^ 

■ kdu ljbe tu Tight through the Milter . 
Idstinfct tprijrnamertt. TLit_i.jp is rurticrcd i. ,;:c 
., b methnd tnr b e!eE g e del, hut (Kate 

,is no ififDrnistinn eva^hle Hhuut his \\ 

\ spKcial moves, combok. end cfhar tirihttnq tech^ 

(SH ‘ i V V\ ’■ •."• \ \ 

niqees. if you diacsjvef t^ftmleiy to 

e fileaafi Eyerinl, you'idtaij hii'a at your 





















So yOi.'vo mastered an [fie baste corJitXMj? jUfnp-ffip, openers, ">i kers and end 
finishers, W&N thui'-i far from aft you ■" find fn Ktte r instinct-' &?tew you'd ffad 
some of the more advanced tricks, but wo re going to !o0vo it to yOt/ to fkyd 
some of the realty sceoisl moves (like Air Doubles, Shadow Moves and Post 
Breaker So sola Is). Keep building open your knowiedge of Auto-Doubles and 
ycrn'fi be surprised bow many new fii«s you c&rt discover. 


Q;jn qer IHdvcs 

When you have your opponent on the 
ropes and basically defeated, you can 
perform a Danger Move on h m or he r 
You wilt only have a few seconds to 
perform the move. -Some of tne 
Danger Moves re quire special timing, 
or that you stand a certain distance 
from your victim. We’ve Only listed a 
few. you'll have to-find the ethers! 


Ultra tambos 

If your opponent is almost defeated (his second life bar is almost gone arid the 
bit that remains is flashing), you can perform an Ultra Gonbo. Basically, Ultra 
Combes -are like special End Finishers that work when your opponent is almost 
defeated. <So into a combo s&ouence-, and sf you hit. finish it with the Ultra 
Combo move rioted for the character you are using, is you do it correctly, you 
should got a double digit Ultra Combo, usually in exCdSS Of 20 hits There fe no 
way to combo break an Ultra Combo, but if you’re getting hit by oOs, you wore 
almos'. defeated anyway. 


There are many other movies and hidden secrets in Ki ipr instinct, in tno char¬ 
acter profiles, we have not listed ail of the possible Auto-Doubles tor different, 
openers, or the linkers,etc. There are also a few 1 special moves that we didn't 
list. Try everything and see what you can find: 
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CAUTION. This M intend a game is ncd designed tar use with any unauthorized 
copying device Use of any suer’ rievicH will iiwshdate y&ur Nintendo product I 
wa rrarttv Nsnte r.rlo I and/pr any NintOrtdo lic£n£ ea 0 if d istr'ib a tori is rl Of respon¬ 
sible tor sny camHRifl or loss caused by the use oi any such device, if use ot 
such device causas your game to stop o aerating, disconnect the device care¬ 
fully io avoid carnage and resume normal game play. If your pme ceases to 
operate and you ftavc no device attached tc rt f please z on tact your local 
authcriied Nintendo d stricter. 

The contents of this Cannon do not interfere w Lil yOur statutory rights 

WARNING; Copying of any Nintendo game is i lega acd is strictly prohibited by 
domestic, end irLcinational ccpyi ghtlaws 'Beck-op" or "archival' copies are 
tut. authorized and are not necessary to protect your software. Violators vui I 
he prosecuted. 

This manual and other printed n-aLL&r accompanying th s. gams arc also pro¬ 
tected hy d omes-tic a nd into rnOtional copyright laws. 

r'Sid rental of this game without permission of Nintendo or it? licensees is 
l strictly proh bited. 

I For further informetiem or assistance, please contact: 

I .Nintendo Consumer Assists no? Hotline 
I 1 -000-255-3700 (U-S and Canada) 

I Or your local auiliPrized Nintendo distributor. 


Ulfitrtsrnl^ SerwtEn infofmiatiun 

3-MOVH LIMITED WASRANTT^Pf Hdickva-a. Game Pika. & Acrisnsoi.iisi 
MifitpjTijgF Ameiicp i n:. rfcintendb‘| warrants tcrjihS* s. A nal purtfiasAr UuiM-a product -:i- m- ilwft-- k, 
Bimrs ppk* and .jijfcBssbries) shill be free from tfef'acsa fii material ard rtorkiiianshifi lor a ofi-itd ->l 
lli'ii:: i?) rni>n5h|5.jrci|Ti !ho Cals of p■ pha i-.o. If ,j r cPVSf&d 3 v ihis wa’rrsniy cCVcii. -1I1.1! ig fllfi 
ik-ea - 3 !' maniTi warranty jinrioi!, 'Hintnn'ln. wil. repair tit replace U15 pioduct nr cimpohant 

part, al i’.S CipliQ-ii, |:i:± c.r ■! h ai r|::-. 

ADEN T 1(1 N,U t MONTH LIMITED WARRANTY IHardwnr,- nntyj 
Nintendo warrants ta (La original parti wifii that U;a tijardwarc proilimr Bn ire5 from rl- fnoi!. ip 
malar .Uond workmanship far an addiftPJDjal ih;?e <31 ruorUh3 beyond ihe arijiuii 3 -ir:r:il: warm.-ity 
period rlc:i-.r'btid .lb-svci If 3 defect jpbv.ef.ed by this wfarfamv occurs clcrmfi ims aifdii a-iel J-ni ji-M 
wnr: 3 nty period. Nintendo will mtuir :h® cciod Me hard^arp praducl 0; ccamciiant heo a! chp-ya. 
The origin* I p u 1 th.:i n-rr is, flntiUcd re thus additibnal 3 -mcnlli limited repair warranty tm v r t'w 
GotiiupiAf I 1 roof o' Pui.cha<a Earcl !;ill»chnri in ihp aviiware packaging rthBA soldi Is’reHlKiiad 
promptly atier thd "."ate ul purchase to Nintendo hy lie n*>•;ir:■ • purfchiiiSer nr the briflioBl purDTia^Br's 
retailer. 

WARRANT V SERVICE Ofi niPAFRi'SERVICE AFTER EJtF 1 IRATION Dr WARRANT? 

Vn 1 may need only simple instructions wcorrec: any fAbjom w lit. you£ product. deli, the Coaiiime? 
Assisiant 1: IT:.-I nn ar 1 R(if!-"fFiG Si'dC r-nlie r loan gcing to your ■ etadei Houra Ul opera 1 an are -4 a..m. 
ta Mnl.iighi, P»rifir Time:, Monday - $aford*v. and 6 e.-m. to i p.m.. facific Time, on &ii'.day& Ivmes S 
suhiac! so changof il the Mohli-m cannqi no solved ow the lelephoriei you ■' II La referred tc Hie 
iiearost NlNtENDQ AUTHDillZED Cc-rinrSM or yn.i w |l be oiler if'- '■yprss*. Factory serv ce 

throe fib Nifiiejtda. h' some tiista ao;es^ ii may In: iiuc'cssofy fpc ynn u; s : - i -« rl-s compfEtc product. 
FREIGHT PR E?A<D A>l& INSURED FCR .Dd-h &R DAMAGE, ta the nnH-n.fi service I ire At for. 

WAJIRANTV LIMITATIONS 

HNS WARFL4NTV SHAf M IT' ARffl' F r HIS PRODUCT {«) IS USES. WITH FhOiJGC"& NCT SOLD frfi 

licensed et Nintendo iiwc:iiDihn. rut not limited to, NeN-tictNSED same ekh-vhcemlat 

DEV CES, ADAPTERS, AND FOWTil SlfPPLV DEVICES:!: Ibl IS USED FOR COMMERCIAL 
iINtLJDIHii" RENTAL! CR IS MODIFIED m TALI?fR"fli WITH (c! IS DAMAGED BV NEGLIGENCE, ACCl- 
DENT, 'JN St A SC NAS Is. USE, OR 5" DTii's CAJ5FR I.J M R ' hTFD TO OEFECfiV'E MaTEP.ALS OF 
WDRKV AMSHIP 0k 1 i" MAS HAD IdE StRlAL NO M5ER ALtEREI), □ TFAC [Q.CR REM0VFR 

At-.- V AP?. ICAB LE if.I FlIED WAR RA^TrES, lb CL UDIH G Vi'AfifiAN FILS (I r ME ltd IANTAB il IT? AND. F T 
NFSS F03 A FAST CM: A3 PURPOSE, ft RE HEf ESV LI M ti) IN By RATION TO THE WAflltANTV PERI - 
O BS DESE Rl BE D ABOVE 13 M 0 NT - S Qft « M '“1 NTjfe, A-S APPt iCA S Lfe f N M D EVER T S i: A LL H i H E N DC 

at .table rqn cDNsrobTf-.riA- |r Incidental damages: resultIn| ^om nt &r.£aCh ci- ant 

’ 1KLi t D L.R EXPRESS WARRANTIES. SW STATES DD MOT ALl£]\V L-MITAT ONS ON RCA LONfi AR- 
M F LI E'? WA r! BAN TV LASTS (iR EXCLUSION DR (JCNSSOUTNTlAI. OS rNCIDENTAL DAMAGES. SO '! Ht 
AG QV£ LI VITA i IONS V AY K U: A V PLY T0 YOU. 

This werrenty gives you specific legal rights, and you may also have oilier rights which vary I'-yir, ** 

:c stnie. Mr-iSr..: n'r. sdc'rese is 3 s set forth on tire beck server of it is manual 

Thii warranty Ik vn-Tii hilly in tbs Ijnil^d StetBS^ 


FtFV-G 















